RANDOM EVENTS 


Plans are an important part of any mission prepara- 
tion. It minimizes risks, maximizes efficiency, and an- 
ticipates potential problems. However, no plan is ever 
truly invincible. 


The world throws curveballs — unexpected events, 
sudden obstacles, or even just plain bad luck — that 
can throw even the most meticulously crafted strategy 
into disarray. It's a constant reminder that adaptability 
is just as crucial as planning itself. 


EVENT cards are the spice, the unexpected complica- 
tions that are random and don't distinguish friend 
from foe. Whatever strategy you had in mind, whatev- 
er you know about your opponent's kill team, can be 
easily thrown out of balance. Or not, it really depends 
on your adaptability in unexpected circumstances. 


EVENT DECK 


Build the event deck by adding or removing cards that 
are not fit for your Kill Zone and shuffle the deck. 


The deck should contain all the at least 4 “All quiet” 
and 3 “Never ending” cards and at minimum 12 event 
cards. 


Put the shuffled deck on the side of your kill zone, so 
both players can comfortably draw from it. 


You can always adjust the deck to fit your game and 
play style as you wish. Adding or removing different 
monsters from the monster deck. Adding more “All 
quiet” cards to the deck to make the events more for- 
giving or adding more “Never ending” cards to up the 
difficulty a little bit. 


PLAYING THE EVENTS 


The player draws the first event at the end of the 
Strategy Phase; and at the end of the /nitiative Phase 
in the consequent Turning Points. 


The player who doesn't have the initiative draws first 
from the EVENT deck. 


Generally all events affect both players, until stated 
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otherwise in the event description on the card. Then 
the player drawing the card is the performer of the 
Event actions. 


ALTERNATIVE RULE 


To make the appearance of the events less predicta- 
ble, you can, instead of automatically drawing cards at 
the end of the /nitiative Phase, roll a D6 to determine 
if the player will draw their event card from the deck. 


At the end of the Strategy Phase; and at the end of the 
Initiative Phase in the consequent Turning Points roll a 
D6. 


On a roll of 1 you draw an event card. 


On any other roll continue as normal. 


WANDERING PREDATOR EVENT CARD 


A special card that can summon MONSTER operatives. 
After drawing the card, unless stated otherwise in the 
description on the card, the MONSTER is usually 
placed near the objective marker closest to the center 
of the Kill Zone. 


All monsters are performing their actions according to 
the instructions on the card. Always between each 
player's activations: 


The player who has initiative activates first. They select 
one ready friendly operative and activate it. Once they 
have completed that operative’s activation, their op- 
ponent activates the MONSTER and completes all their 
actions. After the MONSTER activation is completed, 
the opponent continues with his own operatives as 
normal. 


Depending on the MONSTER APT (Activation per Turn- 
ing Point) characteristics on the card; if it is higher 
than 1, after the opponent completed their operative’s 
activation, then the player who has initiative activates 
the MONSTER. After the MONSTER activation is com- 
pleted, the player with initiative continues with his 
own operatives as normal. 


MONSTER always acts against the closest enemy oper- 
ative. 


CQcians and Talons 3 4+ 1/2 Brutal 


Abilities: Insensible To Pain, Unnatural Agility 

Unique Actions: Ferocious Charge (2AP): Add 2 to this 
operatives Attack characteristic if it made a Charge action in 
the same turning point. 


BEHAVIOR 
® Charge nearest operative if possible. 
® Move to nearest operative. 
® Fight nearest operative. 
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Disgustingly Resilient: Each time this operative would 
lose a wound, roll one D6: on a 5+, that wound is not 
lost. Other than the effects of Battle Scars, this opera- 
tive cannot be injured. 


Large Creature: The Ambull is a very large creature 
and thus it cannot claim cover from light terrain if visi- 
ble and does not gain cover from operatives. Addition- 
ally, if any operatives are in melee combat with The 
Ambull, friendly operatives that are not engaged in 
combat may shoot at the creature. 


. 
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Fearsome Reach: The Ambull is a very large creature 
with a longer reach. It has melee engagement range of 
1o. 


*Bash and Throw: The Ambull uses its fearsome 
clawed hand to grab and operative within melee en- 
gagement range and throw them at another operative 


within 1@ of it. The Ambull rolls its WS to grab the 
Operative and on a successful hit it then performs a 
Shoot action at an enemy operative within range. If no 
enemy operatives are in range, then The Ambull hurls 
the operative into the nearest piece of Heavy Terrain 
dealing damage according to the action profile. 


Enrage (2AP): If the Ambull has less than 24 wounds, it 
can be enraged. When enraged, until the start of the 
next turning point, subtract 1 from its BS/WS weapons 
characteristic. 


Insensible To Pain: This operative has a 5+ invulnera- 
ble save. 


Unnatural Agility: If this operative climbs any distance 
vertically (up or down), jumps down a level or leaps 
across a gap, halve the distance moved. 


Soul Feast: Each time this operative fights in combat, 
at the end of the Resolve Successful Hits step of that 
combat, if this operative has not been incapacitated 

and any of their strikes inflicted Critical Damage, this 
operative regains 2 lost wounds. 
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Daemonic Aura: Each time an enemy operative starts 
a Fall Back action while within Engagement Range of 
this operative, reduce the distance that enemy opera- 
tive can move by 2 © (to a minimum of ©). 


Chance for Glory (2AP): Until the end of the turning 
point, add 1 to melee Attack and Damage characteris- 
tics of this operative. 


Feeder Tendrils: Each time this operative incapacitates 
an enemy operative with the LEADER keyword, this 
operative regains D3+3 lost wounds. 


Skulking Movement: The first time this operative per- 
forms a Fight action during its activation, in the Re- 
solve Successful Hits step of that combat, the first time 
you resolve one of your successful hits, you can imme- 
diately resolve another of your successful hits. 


In the Shadows: While this operative has a Conceal 
order, it’s always treated as having a Conceal order, 
regardless of any other rules (e g. Vantage Point). 


Hard to Kill: Each time this operative would lose a 
wound, roll one D6: on a 5+, that wound is not lost. 


Fearsome: Each time an enemy operative wants to 
perform a Charge action that would end within En- 
gagement Range of this operative, roll a D6. If the dice 
results are less than the charging operative’s Save 

characteristic, the operative cannot perform Charge 


* 
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Crawling: Each time this operative ascends or de- 
scends a terrain feature while climbing, the first verti- 
cal distance of up to 3 © it travels is counted as 1 © 
for that climb. 


This operative does not need to be within A of a phys- 
ical and climbable part of a terrain feature in order to 
climb it. 


Each time this operative drops, the intended location 
can be any vertical distance from the level it occupies. 


Each time this operative drops, it counts any vertical 
distance it travels as half for that drop. 


Wild Beast: This operative cannot perform mission 
actions or the Pick Up action. Unless otherwise speci- 
fied, this operative cannot be equipped with equip- 
ment. 


Avalanche of Muscle: Each time this operative finishes 
a Charge action, select one enemy operative within 
Engagement Range of it to suffer D3 mortal wounds. 


Note: Be aware that playing a “Wandering Predator” card can 


slow your game a bit, becau srs must control one _ 


(or more) operatives between their tur 


ing points. 


SHOCKWAVE 
An unexpected shockwave hit the area of op- 
eration. 


Select one friendly and one enemy operative 
closest to the objective. 


MEA (1 EM | Ac ay 


Until the start of the next Turning Point, their 
APL characteristic is 0. 
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AERIAL BOMBARDMENT 


An unidentified void ship in the orbit un- 
leashed a devastating bombardment. 


1/4 Lethal 5+ 


© vombardment Cannon 4 3+ 
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PSYCHO-KINETIC BOLT 


The veil between the dimensions is collaps- 
ing. Select one enemy operative and one 
friendly operative. 


Make a Shoot action with the Psycho-kinetic 
Bolt on both selected operatives. 


3+ 2/3 Lethal5+ MW1 


©Psycho-kinetic Bolt 4 


If this event follows the “Warp Surge” event, 
the Lethal Special Rule is 4+ instead. 
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VEIL OF DARKNESS 


A darkness which twists and bends space like 
a ghostly cloak blown by an ethereal breeze 
was summoned within the area of operation. 


Select one friendly operative, for duration of 
this effect, add 20 to the Movement charac- 
teristic of this operative. 


Additionally, if the operative has a NECRON 
keyword, you can move it 10 to nearest ob- 
jective marker. 
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WARP SURGE 


Something is not right; the warp is all wild and 
unpredictable. The warp storm is ready to burst 
into reality. Roll a D6. 


On a 1 for duration of this effect add 1 to Ballistic 
Skill/Weapon Skill characteristic for every opera- 

tive performing Psychic action for any operative 

with the PSYKER keyword. 


On a 6 for duration of this effect subtract 1 from 
Ballistic Skill/Weapon Skill characteristic for every 
operative performing Psychic action for any op- 
erative with the PSYKER keyword. 


On any other roll, for duration of this effect all 
ranged weapons gain the Hot special rule. 
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WRATH OF THE MACHINE SPIRIT 


For the duration of this effect, an operative 
can only make a shooting attack if an extra AP 
is subtracted to perform a Shoot action. 


Additionally, it cannot make a shooting attack | 
by performing an Overwatch action, exclud- 

ing the operative with the ADEPTUS ME- 
CHANICUS keyword. 
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THE EMPEROR PROTECTS BENEVOLENCE OF MACHINE SPIRIT WANDERING PREDATOR 
S The Will of the Emperor is without bounds, For whatever reason all your tech and weap- A random monster, attracted by the sounds 
4 the Might of the Imperium is without mea- ons work better than ever. of battle, enters the area of operation, attack- 
( sure. fy ing operatives at random. 
~ For the duration of this effect subtract 1 from | 
Heal 1 wound to every operative with the IM- Ballistic Skill characteristic for every operative Shuffle the Monster deck and take one card 
| PERIUM keyword. performing Shoot action. from the top. 


Additionally, if the operative has ADEPTUS 
MECHANICUS keyword, for the duration of 
this effect add 1 to its APL characteristic. 
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THIN VEIL UNPREDICTABLE NATURE OF THE EMPYREAN 


THE EMPEROR'S WAYS ARE INSCRUTABLE 


The veil between the real and the warp is un- 


Currents of the warp are bleeding into the 
naturally thin. 


real space, disorienting operatives in the 
area. 


The Emperor's ways are said to be inscru- 
table. His thoughts, His ways, His decisions 
are beyond us. Before activation select one 
friendly operative with the IMPERIUM key- 
word and move that operative 10 in any di- 
rection you want. 


For duration of this effect subtract 1 from 
Ballistic Skill/Weapon Skill characteristic for 
fi every operative performing Psychic action for 
i any operative with the PSYKER keyword. 


Before activation select one enemy operative 
and move that operative 10 in any direction 
you want. 


If this event follows the “The Emperor Pro- 
tects” event, you can select and move one 

additional friendly operative with the IMPE- 
RIUM keyword. 
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TREMORS 


A major earth tremor forces all operatives on 
the ground to make a Saving throw. 


On a failed save the operative fall Prone. To 
get up, the operative must spend 10 from its 
Movement characteristic. While Prone the 
Save characteristic of the operative is 6+. 
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\ WANDERING PREDATOR 
A random monster, attracted by the sounds 


of battle, enters the area of operation, attack- 
ing operatives at random. 


Shuffle the Monster deck and take one card 
from the top. 
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BLIZZARD DENSE FOG 


Unpredictable weather patterns are disrupt- 
ing ongoing operation in the area, substan- 
tially limiting visibility, and maneuvering of 
the operatives. 


A thick mist rose in the area of the operation, 
making movement more difficult. 


For the duration of this effect subtract 10 
from the Movement characteristic of your 
operatives. 

Additionally, for the duration of this effect 
add +1 to Ballistic/Weapon Skill characteristic 
for every operative performing Shoot or 
Fight action. 


For the duration of this effect subtract 1 from 
APL characteristic for every operative. Addi- 
tionally, for the duration of this effect add +1 
to Ballistic/Weapon Skill characteristic for 
every operative performing Shoot or Fight 


? 
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WILD LIGHTNING STORM 


The ground in the area becomes slippery and 
significantly hampers movement of all opera- 
tives on the ground. 


The planet itself is fighting with everyone 
trying to survive on its surface. Unexpected 
violent storms arise, interfering with your op- 
eration. 


For the duration of this effect, operatives 
cannot perform Dash or Charge action. 


For the duration of this effect, at the start of 
the operative’s activation, rolla D6. Ona1 
your operative is hit by lightning with D3 
damage characteristic. 
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ALL QUIET 


The environment around you is calm and still. 
Nothing Happened. 


SANDSTORM 


A dangerous sandstorm rose in the area, 
tearing through the metal, substantially limit- 
ing visibility. 


y 


For the duration of this effect add +1 to 
Ballistic/Weapon Skill characteristic for every 
operative performing Shoot or Fight action. 
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ALL QUIET 


The environment around you is calm and still. 
Nothing Happened. 
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NEVER ENDING 


The last event continues. 
Return the last Event card on the table. 
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ALL QUIET 


The environment around you is calm and still. 
Nothing Happened. 
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NEVER ENDING 


The last event continues. 
Return the last Event card on the table. 
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| ALL QUIET 


The environment around you is calm and still. 
Nothing Happened. 
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NEVER ENDING 


The last event continues. 
Return the last Event card on the table. 
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| ALL QUIET 


The environment around you is calm and still. 
Nothing Happened. 
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NEVER ENDING 


The last event continues. 
Return the last Event card on the table. 
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ALL QUIET 


The environment around you is calm and still. 
Nothing Happened. 


NEVER ENDING 


The last event continues. 
Return the last Event card on the table. 
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AMBULL 


Ceaseless, 


Burrowing Claws 4/ s 
Rending 


Grab, Bash and 
Throw 


3+ 3/4 Stun 


Abilities: Disgustingly Resilient, Large Creature, Fearsome 
Reach, *Bash and Throw 
Unique Actions: Enrage (2 AP) 
BEHAVIOR 
® Move to nearest operative. 
® Fight nearest operative. Roll a DE. 
1 - 4 Burrowing Claws 
5 - 6 Grab, Bash and Throw 
® If wounded - Enrage 
® Charge to nearest operative 
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ARTHROMITE 
DUNESKUTTLER 


Duneskuttler pincers and 
claws 


Abilities: Hard to Kill, Fearsome, Crawler, Wild Beast, 
Avalanche of Muscles 


BEHAVIOR 
® Nove to nearest operative. 
® Fight nearest operative. 
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UR-GHUL 


Qciaws and Talons 3 1/2 Brutal - 
Abilities: Insensible To Pain, Unnatural Agility 
Unique Actions: Ferocious Charge (2AP): Add 2 to this 
operatives Attack characteristic if it made a Charge action in 
the same turning point. 
BEHAVIOR 

® Charge nearest operative if possible. 


® Move to nearest operative. 
® Fight nearest operative. 
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LICTOR 


Lictor claws and 
(x) 6 2+ 2/2 Relentless MW1 
talons 


Abilities: Feeder Tendrils, Skulking Movement, In the 
Shadows 


BEHAVIOR 
© Conceal 
® Move to nearest operative. 
® Fight nearest operative. 


MONSTER, HIVE FLEET, XENOS, TYRANID, WILD FAUNA, PREDATOR 


SPINDLE DRONE 


Grieving Strike 4 1/2 Brutal 


© Drone Pulse 3 1/1 
Abilities: 
Uneven Deployment: Deploy D3 Spindle Drone operatives. 


Threat Level Rising: Improve the Damage characteristic of this 
operative’s Drone pulse by 1 for each lost wound. 


MONSTER, BLACKSTONE CONSTRUCT, UNALIGNED 


CHAOS LORD 


Daemon 
Hammer 


4/6 ‘Brutal,AP1 = Stun 


Orisma Pistol 


3+ 5/6 Rng@, AP1 
- Standard 


Rng@, AP2, 


- Supercharge 4 3+ 5/6 
Hot 


Abilities: Daemonic Aura, Soul Feast, In the Eyes of the Gods 
Unique Actions: Chance for Glory (2AP) 
BEHAVIOR 

® Move or Charge to nearest operative. 

® Chance for Glory 

® Fight nearest operative. 

® Shoot nearest operative. 


MONSTER, CHAOS, HERETIC ASTARTES, CHAOS LORD 


